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[ How to read the move lists ] 

Move 

The name of the technique. The number next to the move indicates the order in which it appears 
in a combo. 

Status 

Indicates the status of a character after the move is performed. 

There are a number od status indicators: "Back"( facing backwards ),"Bokuho"( Bokuho ),"Lay" 

(lying down ),"Dokuritsu"{ Dokuritsu-Ho ),"Kasenko"( Kasenko), and "Dokuja"( Dokuja-Fujin). 

A blank indicates the character will face forward after the move. 

Command 

The command input necessary to perform the move (assumes the character is facing right). 

^ Push the pad/stick in that direction ^ Hold the pad/stick in that direction 

Q) The Punch / The Y button on the controller Q The Kick / The B button on the controller 

Q) The Free / The X button on the controller CB The Appeal / Right Bumper on the controller 

+ Press the buttons at the same time ■ Leave a short pause 

(SB By pressing and holding the button, you can perform a Charge Attack 

Attribute 

Indicates the attack area attribute of the move: High, Middle, or Low. Multiple attributes in 
parentheses (High, High) indicate a stable-attribute combo attack. 

For throws, this variable indicates the area attribute, as well as whether the throw is used to the 
front or back of an enemy. It also indicates if the throw is a derivative throw (Deriv.) or a 
wall-based throw (Wall). 

Frame 

This variable indicates the following (from the left): initial time (the time it takes before hit 
detection becomes active), duration time (the length of time that hit detection occurs), and 
inactive time (the length of time that a character remains uncontrollable after the duration of 
the move). 

These numbers are indicated in frames; 1 frame equals one sixtieth of a second. 

Damage 

The amount of damage caused by the move. 
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Hit Indicates the difference in inactive time between two characters when a move successfully hits. 

[ for instance, a "2” means that the character who performed the move will be inactive for 2 frames 
longer than the character that was hit ] 

The "x" indicates that the receiving character will be knocked down, while "Cr" means that the 
move triggers a critical hit even when it is landed normally. 

Guard Indicates the difference in inactive time between two characters when a move is blocked. 

[ for instance, an "11 " means that the character who performed the move will be inactive for 11 
frames longer than the character that blocked. ] 

GB (Guard Break) indicates moves that can breakthrough a block. Even if the defending 
character blocks, a critical hit will occur. 

Hold Indicates which Hold countermove is effective against the move. "Divert" indicates that the move 
will be diverted away and the defending character will end up behind the attacker. 

Inactive Indicates the difference in inactive time between two characters when a throw or Hold move is 
successful. 

[ for instance, a ”16" means that the character who was successful in the throw can move 16 frames 
earlier. ] 

Def. Fall Indicates if a defensive fall is possible or not. 

Floor Indicates whether or not the move will trigger a floor-based danger zone explosion. 

Wall Indicates whether or not a throw move will change if it is performed near a wall. 

[ "Front" if the wall is in front, "Back" if it is in back. ] 

Close Indicates the presence of a "close hit" property. If this is present, the blow will cause more 
damage than usual if the characters are right next to each other. 

Flying Distance of flight to wall. If the nearest wall is within the distance (in meters) indicated here, 
a successful hit will cause the victim to be slammed into the wall, triggering the wall hit 
animation. 

[ "Back" if the wall is in back. ] 

Down Blows that can hit opponents when they are down. 
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Basic Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Tanben 



High 

10(2)13 

10 

0 

1 

High P 


— 

— 

Ranzatsui 



Middle 

14(2)21 

16 

13 

13 

Middle P 


— 

— 

Sotsu-Ho 



Low 

15(2)21 

5 

0 

4 

Low P 


— 

• 

Shukyaku 


© 

High 

11(2)29 

25 

Cr 

14 

High K 


1 (Counter) 

— 

Tokyaku 


n© 

Middle 

13(3)23 

25 

Cr 

10 

Middle K 


1 (Counter) 

— 

Kato-Kyaku 



Low 

15(2)25 

10 

6 

9 

Low K 


— 

• 


Back-Facing Blows 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Tenshin-Tanben 


© 

High 

10(2)19 

12 

6 

6 

High P 


— 

— 

Kosho 



Middle 

15(3)21 

16 

2 

8 

Middle P 


— 

— 

© Tenshin-Kasei 


o© 

Low 

13(3)21 

12 

11 

12 

Low P 


— 

• 

@ Seiryu-Shussui 


©®@ 

Low Middle 

13(3)21 

20 

7 

8 

Middle P 


— 

— 

© Seiryu-Soan 


o©®® 

Low Middle Middle 

19(3)23 

26 

Cr 

9 

Middle P 


2.5 

— 

© Seiryu-Tessa 


©©©©© 

Low Middle Low 

18(4)33 

22 

Cr 

19 

Low K 


— 

• 

© Seiryu-Haisetsu-Ko 

Back 

©®®®+© 

Low Middle Middle 

23(3)29 

28 

X 

7 

Middle P Divert 


1 

— 

Tenshin-Shukyaku 


© 

High 

14(2)33 

30 

X 

16 

High K 


2.5 

— 

Tenshin-Tokyaku 


oo 

Middle 

14(2)30 

25 

Cr 

14 

Middle K 


2(Counter) 

— 

Tenshin-Kato-Kyaku 



Low 

15(2)27 

20 

Cr 

14 

Low K 


— 

• 

Sentsu-Hai 



Middle 

25-45(3)24 

38-58 

X 

5 

Middle P 


2.5 

— 


Jumping Blows 


Move 


Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Hisho-Sui-Geki 


During a forward jump 

® 

Middle 

20(4)25 1 

15 

Cr 

-11 

Jumping Middle P 


— 

— 

Hisho-Tokyaku 


During a forward jump 

© 

Middle 

20(4)34 ^ 1 

30 

X 

-17 

Jumping Middle K 


2 

— 

Hisho-Soan 


After landing from a forward jump 

® 

Middle 

51(3)23 

26 

Cr 

7 

Middle P 


2.5 

— 

Hisho-Tessa 


After landing from a forward jump 

© 

Low 

57(4)33 

25 

X 

19 

Low K 


— 

• 


^ 1 At fastest 


Get-Up Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Rising High Kick 


Face up, feet to enemy 

4 ^© 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face up, feet to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face up, feet to enemy 

4 ^© 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, feet to enemy 

4 ^© 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 


2 
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Get-Up Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 


Flying 

Down 

Rising Middle Kick 


Face down, feet to enemy 

O 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face down, feet to enemy 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face up, head to enemy 

High 

35(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face up, head to enemy 

© 

Middle 

35(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face up, head to enemy 

4^© 

Low 

34(4)16 

20 

Cr 

8 

Low K 


- 

• 

Rising High Kick 


Face down, head to enemy 

4^© 

High 

33(4)16 

20 

Cr 

6 

High K 


- 

- 

Rising Middle Kick 


Face down, head to enemy 

© 

Middle 

33(4)18 

20 

Cr 

6 

Middle K 


- 

- 

Rising Low Kick 


Face down, head to enemy 

4^© 

Low 

32(4)16 

20 

Cr 

8 

Low K 


- 

• 

Ki-Haisetsu-Ko 

Back 

Face down, head to enemy 

® + © 

Middle 

28(3)29 

30 

X 

12 

Middle P Divert 


1 



Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

© (Tanben) 


© 

High 

10(2)13 

10 

0 

1 

High P 

— 

— 

— 

® (Tenshin-Tanben) 


To enemy behind 

© 

High 

10(2)19 

12 

6 

6 

High P 

— 

— 

— 

® (Ranzatsui) 


®© 

Middle 

14(2)21 

16 

13 

13 

Middle P 

— 

— 

— 

® Honshin-Tanben 


®© 

Middle 

24(4)21 

29 

Cr 

8 

Middle P 

— 

— 

— 

@ Kotanma 


©© 

(High, High) 

9(2)18 

12 

7 

9 

High P 

— 

— 

— 

@ Renkan-Hoto-Shu 


©©© 

(High, High) Middle 

19(2)24 

18 

Cr 

9 

Middle P 

— 

1 (Counter) 

— 

@ Gyokujo-Sensa 


©©c>© 

(High, High) Middle 

14(3)27 

20 

11 

12 

Middle P 

— 

— 

— 

® Renkan-Soan 


©©c>©© 

(High, High) Middle Middle 

15(3)23 

24 

Cr 

9 

Middle P 

— 

2.5 

— 

@ Renkan-Kinkei-Dokuritsu 


©©c>©© 

(High, High) Middle 

High 

15(2)29 

10 

Cr 

14 

High P 

— 

1 

— 

Middle 

25 

Middle K 

® Renkan-Kinkei-Hogyo 


©©c>©©®© 

(High, High) Middle (High and Middle) Middle 

25(2)24 

20 

X 

15 

Middle P 

— 

1 

— 

® Renkan-Chuten-Sho 

Back 

©©©© 

(High, High) High 

19(3)25 

19 

Cr 

12 

High P 

— 

— 

— 

@ Renkan-Jutoko 


©©©©© 

(High, High) High Middle 

15(3)26 

17 

Cr 

9 

Middle P 

— 

— 

— 

@ Renkan-Juto-Ryoan 


©©<o©©©a 

(High, High) High Middle Middle 

28-41(3)40 

25-45 

X 

5 

Middle P 

— 

2.5 

— 

@ Renkan-Shukyaku 


©©© 

(High, High) High 

14(2)29 

25 

Cr 

14 

High K 

— 

1 (Counter) 

— 

@ Renkan-Renshu-Kyaku 


©©©© 

(High, High) High High 

22(3)31 

28 

X 

5 

High K 

— 

1.5 

— 

@ Renkan-Shinkyaku-Gashu 


©©©®© 

(High, High) High Middle 

28(3)27 

25 

X 

11 

Middle K 

— 

1 

• 

@ Renkan-Fujin-Kyaku 


©©®© 

(High, High) Low 

15(3)22 

15 

10 

12 

Low K 

— 

— 

• 

@ Renkan-Tessa 


©© 4 ^©© 

(High, High) Low Low 

18(4)33 

22 

Cr 

19 

Low K 

— 

— 

• 

@ Seiryu-Shussui 


©o© 

(High, Middle) 

11(3)21 

20 

7 

8 

Middle P 

— 

— 

— 

@ Seiryu-Soan 


©®©© 

(High, Middle) Middle 

20(3)23 

26 

Cr 

9 

Middle P 

— 

2.5 

— 

@ Seiryu-Tekko-Kyaku 


©®©®© 

(High, Middle) Low 

19(4)33 

22 

Cr 

19 

Low K 

— 

— 

• 

@ Seiryu-Haisetsu-Ko 

Back 

©®©©+© 

(High, Middle) Middle 

24(3)29 

28 

X 

7 

Middle P Divert 

— 

1 

— 

©Tanben, Kamen-Kyaku 


©© 

(High, High) 

14(3)30 

30 

Cr 

14 

High K 

— 

1.5 

— 

@ Tanben, Senkyu-Tai 


©©© 

(High, High) Middle 

19(2)20 

20 

Cr 

12 

Middle K 

— 

1 

— 


3 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

@ Tanben, Senkyu-Ren-Tai 



(High, High) Middle Low 

26(3)18 

15 

Cr 

10 

Low K 

— 

— 

• 

® Hoto-Suisan 


am 

Middle 

17(2)25 

22 

14 

15 

Middle P 

— 

— 

— 

(5) Hoto-Suisan, Zensho 


amm 

Middle Middle 

12(4)27 

25 

Cr 

9 

Middle P 

— 

1 (Counter) 

— 

Senchu-Geki 


am 

High 

17(3)18 

18 

Cr 

5 

High P 

— 

1 (Counter) 

— 

® Chugeki 


am 

Middle 

12(3)21 

17 

8 

12 

Middle P 

— 

— 

— 

( 2 ) Chu-Soan 


amm 

Middle Middle 

15(3)23 

24 

Cr 

9 

Middle P 

— 

2.5 

— 

( 2 ) Ren-Chugeki 


amm 

Middle 

High 

14(2)29 

10 

Cr 

14 

High P 

— 

1 

— 

Middle 

25 

Middle K 

d) Choshitsu-Hoshin-Geki 


ammam 

Middle (High and Middle) Middle 

25(2)24 

20 

X 

15 

Middle P 

— 

1 

— 

© Chuten-Sho 

Back 

am 

High 

18(3)25 

22 

Cr 

12 

High P 

— 

— 

— 

©Jutoko 


amm 

High Middle 

15(3)26 

17 

Cr 

9 

Middle P 

— 

— 

— 

© Juto-Ryoan 


ammm^i^ 

High Middle Middle 

28-41(3)40 

25-45 

X 

12 

Middle P 

— 

2.5 

— 

Hoto-Shu 


Mm 

Middle 

19(2)24 

22 

Cr 

9 

Middle P 

— 

1 (Counter) 

— 

® Shuchi-Ryu 


am 

Middle 

17(3)26 

18 

15 

16 

Middle P 

— 

— 

— 

@ Joho-Shichi-Sei 


amm 

Middle Middle 

15(3)24 

28 

Cr 

11 

Middle P 

— 

2 

— 

Soan 


aam 

Middle 

14(3)23 

26 

Cr 

7 

Middle P 

— 

2.5 

— 

Enshu-Sui 


<><>& 

Diverting Attack 

High 

4[10]9(2)25 

26 

Cr 

7 

High P 

— 

1 

— 

® Gekichi-Sui 


aam 

Low 

22(2)26 

20 

14 

15 

Low P 

— 

— 

• 

@ Gekichi-Haisetsu-Ko 

Back 

aamm 

Low Middle 

23(2)30 

28 

X 

7 

Middle P Divert 

— 

1 

— 

@ Gekichi-Tankyaku 


aamm 

Low Middle 

15(3)30 

18 

Cr 

12 

Middle K 

— 

— 

• 

@ Gekichi-Niki-Kyaku 


aammm 

Low (Middle, High) 

10(3)25 

20 

Cr 

16 

High K Divert 

— 

— 

— 

@ Gekichi-Sanren-Kyaku 


aammmm 

Low (Middle, High) High 

14(2)31 

20 

Cr 

13 

High K Divert 

— 

1 

— 

Sofu-Kanji 


aam 

High 

16(3)20 

25 

Cr 

5 

High P 

— 

— 

— 

Shichi-Sun-Ko 


aam 

Middle 

13(4)38 

40 

X 

12 

Middle P 

• 

3.5 

• 

Sho-Kinda 


aaam 

^ Diverting Attack 

Middle 

0[10]9(2)27 

32 

Cr 

7 

Middle P 

— 

2 

— 

® Hakkaku-Kyoshu 


aaam 

High 

18(3)24 

24 

Cr 

8 

High P 

— 

1 

— 

@ Hakkaku-Kyorenshu 


aaamm 

High Low 

28(3)28 

18 

Cr 

12 

Low K 

— 

— 

• 

® (Shukyaku) 


m 

High 

11(2)29 

25 

Cr 

14 

High K 

— 

1 (Counter) 

— 

@ Renshu-Kyaku 


mm 

High High 

22(3)31 

32 

X 

5 

High K 

— 

1.5 

— 

@ Shinkyaku-Gashu 


mam 

High Middle 

28(3)27 

25 

X 

11 

Middle K 

— 

1 

• 

® Haikyaku 


-u'Q 

High 

15(4)24 

24 

Cr 

13 

High K 

— 

— 

— 

@ Haikyaku, Senpu-Kyaku 


amm 

High Middle 

38(5)21 

32 

X 

15 

Jumping Middle K 

— 

1 

• 

@ Hikyaku, Senpu-Haisetsu 

Back 

ammm 

High Middle Middle 

17(3)29 

28 

X 

7 

Middle P Divert 

— 

1 

— 

®Tankyaku 


am 

Middle 

12(3)30 

18 

Cr 

12 

Middle K 

— 

— 

• 

@ Niki-Kyaku 


amm 

(Middle, High) 

10(3)25 

20 

Cr 

15 

High K Divert 

— 

— 

— 

@ Sanren-Kyaku 


ammm 

(Middle, High) High 

14(2)31 

20 

Cr 

13 

High K Divert 

— 

1 

— 

Tenshin-Hairen 

Back 

am 

High 

14(8)27 

34 

Cr 

14 

High K 

— 

1 

— 

Sokutan-Kyaku 


oo 

High 

14(2)26 

24 

Cr 

11 

High K 

— 

1 (Counter) 

— 

® Kamen-Kyaku 


oo 

High 

12(3)30 

30 

Cr 

14 

High K 

— 

1 

— 

@ Senkyu-Tai 


amm 

High Middle 

19(2)20 

20 

Cr 

12 

Middle K 

— 

1 

— 

@ Senkyu-Ren-Tai 


ammm 

High Middle Low 

26(3)18 

15 

Cr 

10 

Low K 

— 

— 

• 

® (Tokyaku) 


am 

Middle 

13(3)23 

25 

Cr 

10 

Middle K 

— 

1 (Counter) 

— 

@ Tokyaku, Haisetsu-Ko 

Back 

amm 

Middle Middle 

21(3)29 

28 

X 

7 

Middle P Divert 

— 

1 

— 

©Tokyaku, Soji 


amam 

Middle High 

16(3)20 

20 

Cr 

5 

High P 

— 

— 

— 

® Fujin-Kyaku 


am 

Low 

17(3)22 

15 

10 

12 

Low K 

— 

— 

• 

© Fujin-Tessa 


mmm 

Low Low 

18(4)33 

23 

Cr 

19 

Low K 

— 

— 

• 

® Bunkyaku 


ooo 

Middle 

18(3)26 

22 

Cr 

13 

Middle K 

— 

1 

• 


4 
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Unique Combo Attacks 


Move 

Status 

Command 

Attribute 

Frame 

Damage 

Hit 

Guard 

Hold 

Close 

Flying 

Down 

( 2 ) Sayu-Bunkyaku 


c>©©© 

Middle Middle 

28(3)26 

25 

Cr 

16 

Middle K 

— 

1 

• 

@ Kinkei-Dokuritsu 


©+© 

High 

15(2)29 

10 

Cr 

14 

High P 


1 



Middle 

25 

Middle K 



( 2 ) Choshitsu-Hotsui 



(High and Middle) Middle 

25(2)24 

20 

X 

15 

Middle P 

— 

1 

— 

Hoko-Kisan 


Diverting Attack 

High 

7[10]12(2)21 

22 

Cr 

7 

High P 

— 

1 

— 

Zetsu-Tsuten-Ho 



Middle 

24-45(3)22 

32-52 

X 

3 

Middle P 

— 

1 

— 

Toto-Ho 



Middle 

36-58(6)22 

34-54 

X 

GB 

Middle P 

— 

4 

— 

Haisetsu-Ko 

Back 

©@+o 

Middle 

18(3)29 

28 

X 

7 

Middle P Divert 

• 

1 

— 

© Kaitei-Shin 


©0 + 0 

Middle 

25(2)32 

25 

Cr 

16 

Middle P 

— 

1 (Counter) 

• 

© Sentsu-Hi 


©0 + 0© 

Middle Middle 

21(2)24 

22 

Cr 

5 

Middle P 

— 

2 

— 

® Senpu-Kyaku 


©0 + 0 

Middle 

28(5)21 

28 

X 

15 

Jumping Middle K 

— 

1 

• 

@ Gessen-Haisetsu-Ko 

Back 

©0 + 0© 

Middle Middle 

16(3)29 

28 

X 

7 

Middle P Divert 

— 

1 

— 

Tessa 


©0 + 0 

Low 

20(4)33 

22 

Cr 

18 

Low K 

— 

— 

• 

Ento-Koda 


0 + 0 

Middle 

23(3)27 

26 

X 

13 

Middle K 

— 

1 

• 

Hakkaku-Shida 


While jumping over obstacle 

© 

Middle 

40(2)32 

28 

X 

GB 

Middle P 

— 

1 

— 

Hakkaku-Shikyaku 


While jumping over obstacle 

o 

Middle 

44(5)21 

30 

X 

GB 

Jumping Middle K 

— 

3 

— 


Throws 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


®Toden-Ko 


0 + 0 

High Front 

5(2)23 

30 

0 

— 

— 

Front 

— 


@ Saiwan-Heishin 


During Toden-Ko 

0 + © 

Deriv. 

— 

26 

— 

• 

• 

Back 

— 


@ Saiwan-Haisetsu 


Next to wall 

During Toden-Ko 

0 + © 

Wall 

— 

10+26 

— 

— 

— 

— 

— 


Akushu-Soan 


When enemy's back faces a slope 

0 + © 

High Front 

5(2)23 

•X 2 

— 

— 

— 

— 

— 


Wankyu-Shako 


When back faces a slope 

0 + © 

High Front 

5(2)23 

^ 2 

— 

— 

— 

— 

— 


Noba-Bunso 


©0 + © 

High Front 

10(2)25 

45 

— 

• 

• 

Back 

— 


Kaishin-Suichu 


Next to wall 

©0 + © 

Wall 

10(2)25 

0 

5 

— 

— 

— 

— 


Token-Ko 


©0 + © 

High Front 

7(2)24 

20+28 

— 

— 

• 

— 

— 


While jumping 

0 + © 

44(2)24 

Heishin-Sui 


©©©+© 

High Front 

7(2)24 

45 

— 

— 

• 

— 

— 


Roshitsu-Yoho 


©©©+© 

High Front 

OH 

16(3)31 

20+20 

— 

• 

• 

Front 

Front 


Roshitsu-Asshin-Ko 


Next to wall 

© + © 

Wall 

OH 

5(2)23 

20+30 

— 

— 

— 

— 

— 


Next to wall 

©©© + © 

16(3)31 

® Choshu-Dakyo 


©©©©+© 

High Front 

12(2)26 

45 

0 

— 

— 

— 

— 



5 
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Throws 

Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


©Taiko-Chogyo 


During Choshu-Dakyo 

<00 + ® 

Deriv. 

— 

20 

0 

— 

— 

— 

— 


(D Ren-Taiko-Chogyo 


During Taiko-Chogyo 

^>c>o+@ 

Deriv. 

— 

25 

— 

— 

• 

— 

— 


(D Takuchu-Ken-Ko 


During Taiko-Chogyo 

<oc>o+® 

Deriv. 

— 

20 

— 

• 

• 

— 

Back 


Rinei-Hisui 


^o<oo+@ 

High Front 

10(2)25 

15+47 

— 

• 

• 

— 

— 


Takuchu-Haisui 


To enemy's back 

0 + 0 

High Back 

5(2)23 

58 

— 

• 

• 

— 

— 


Joho-Ko 


To enemy's back 

00 + 0 

High Back 

7(2)24 

62 

— 

• 

• 

— 

Front 


To enemy's back, 

While jumping 

0 + 0 

44(2)24 

Shitsucho-Kohai-Kyaku 


To enemy's back 

o>oio>o+@ 

High Back 

12(2)26 

30+35 

— 

• 

• 

— 

Back 


Toitsu-Kon 


To crouching enemy 

^0 + 0 

Low Front 

5(2)22 

10+20+28 

— 

• 

• 

— 

Front 


To crouching enemy, 
while jumping 

00 + 0 

42(2)22 

Kinkei-Dokuritsu 


To crouching enemy 

00 + 0 

Low Front 

OH 

10(3)30 

47 

— 

• 

• 

— 

Front 


Teishu-Josei 


To crouching enemy's back 

00 + 0 

Low Back 

5(2)22 

65 

— 

• 

• 

— 

— 


To crouching enemy's back, 
while jumping 

^0 + 0 

42(2)22 


^ 2 The damage of slope-based throws is dependent on the length of the slope. 


Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Tensen-Sotai 


Against a high punch 

CTO 

High P 

0(22)8 

58 

— 

• 

• 

— 

— 


Rotai-Toto 


Against a high Kick 

CTO 

High K 

0(22)8 

25+33 

— 

— 

• 

— 

— 


Heishin-Geki 


Against a middle punch 

Middle P 

0(22)8 

58 

— 

• 

• 

Back 

— 


Heishin-Haisetsu-Ko 


Next to wall, 
against a middle punch 

<oo 

Middle P 

0(22)8 

30+38 

— 

— 

— 

— 

— 


Kaisei 


Against a middle kick 

oo 

Middle K 

0(22)8 

0 

5 

— 

— 

— 

— 


Sohai-Kyaku 


Against a low punch 

DO 

Low P 

0(22)5 

58 

— 

— 

• 

— 

— 
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Holds 


Move 


Command 

Attribute 

Frame 

Damage 

Inactive 

Def. Fall 

Floor 

Wall 

Flying 


Hotai-Sokyaku 


Against a low kick 

Low K 

0(22)5 

58 

— 

• 

• 

— 

— 


Taishu-Oto 


Against a jumping punch 

<?& 

Jumping P 

0(22)8 

63 

— 

• 

• 

— 

— 


Senshin-Hotai 


Against a jumping kick 

c>® 

Jumping K 

0(22)8 

63 

— 

— 

• 

— 

— 


Unique Holds 

Josho-Ransui 


Against a high punch 

am 

High 

0(22)8 

0 

20 

— 

— 

— 

— 


Jokyaku-Ransui 


Against a high Kick 

am 

High 

0(22)8 

0 

20 

— 

— 

— 

— 


Chusho-Ransui 


Against a middle punch 

am 

Middle 

0(22)8 

0 

20 

— 

— 

— 

— 


Chukyaku-Ransui 


Against a middle kick 

am 

Middle 

0(22)8 

0 

20 

— 

— 

— 

— 


Hai-Josho-Ransui 


To enemy behind, 
against a high punch 

am 

High 

3(22)8 

0 

20 

— 

— 

— 

— 


Hai-Jokyaku-Ransui 


To enemy behind, 
against a high Kick 

am 

High 

3(22)8 

0 

20 

— 

— 

— 

— 


Hai-Chusho-Ransui 


To enemy behind, 
against a middle punch 

am 

Middle 

3(22)8 

0 

20 

— 

— 

— 

— 


Hai-Chukyaku-Ransui 


To enemy behind, 
against a middle kick 

am 

Middle 

3(22)8 

0 

20 

— 

— 

— 

— 


Expert Holds 

Honshin-Kato-Haisetsu 


Against a high punch 

aam 

High P 

0(22)8 

20+20+25 

— 

• 

• 

— 

Back 


Tenshin-Ryugeki-Hairaku 


Against a high Kick 

oao 

High K 

0(22)8 

30+35 

— 

• 

• 

— 

— 


Honko-Yoshin-Geki 


Against a middle punch 

aam 

Middle P 

0(22)8 

15+20+30 

— 

— 

• 

Back 

— 


Kongo-Fujin-Kyaku 


Against a middle kick 

aam 

Middle K 

0(22)8 

40 

5 

— 

— 

— 

— 


Ranjakubi 


Against a low punch 

aam 

Low P 

0(22)5 

30+35 

— 

• 

• 

— 

Front 


Moko-Odato 


Against a low kick 

aam 

Low K 

0(22)5 

25+40 

— 

• 

• 

— 

— 



Down Attacks 

Move 


Command 


Frame 

Damage 







Rakuso-Suigeki 


To knocked-down enemy 

o@+o 


34(12)59/51 

18 








The inactive time frames are listed as (successful/unsuccessful). 
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Special Moves 

Move 


Command 


Frame 

Damage 

Hit 

Guard 

Hold 




Taunt 1 




75 

0 

— 

— 

— 




a 

Taunt 2 


c><^c>®+@+© 


65 

0 

— 

— 

— 





Taunt 3 




176 

0 

— 

— 

— 





Taunt4 




100 

0 

— 

— 

— 






Tag Throws 


Move I I Command | Attribute | Frame | Damage | Inactive | Def. Fall | Floor | Wall | Flying 


Unique Tag Throws 


Tengyo-Ryukyaku 


Teamed with Jann Lee 

High Front 

5(2)23 

20+50 

— 

— 

• 

— 

Front 


Senshin-Koryu 


Teamed with Jann Lee 

c>®+@ 

High Front 

7(2)24 

45+15+10+10 

— 

— 

• 

— 

— 


Goshin-Kenko 


Teamed with Helena 

High Front 

5(2)23 

20+20+30 

— 

— 

• 

— 

Back 


Senpi-Gaida 


Teamed with Tina 

High Front 

5(2)23 

70 

— 

— 

• 

— 

— 


Tenchi-Ryushu 


Teamed with Bin 

High Front 

5(2)23 

30+40 

— 

— 

• 

— 

— 


Basic Tag Throw 

Heishin-Geki 


When partner presses 

^ 3 

High Front 

^ 4 

62 

— 

• 

• 

Back 

— 



^ 3 The basic tag throw is performed when the tag partner does not have a unique tag throw with the character. 


4 Depends on tag partner. 
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